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GETTING STARTED 


1. Turn OFF the POWER switch on your Game Boy Advance SP”. Never insert or 
remove a Game Pak when the power is ON. 


2. — Insert the DUEL MASTERS”: Kaijudo Showdown™ Game Pak into the slot on the 
Game Boy Advance SP”. Press firmly to lock the Game Pak in place. 


3. Turn ON the power switch. The main Start-up Screen will appear (if not, begin 
again at step 1). 
Press START to proceed to the Main Menu. 


5. Use the Control Pad to highlight New Game, Continue, Credits or Duel Room and 
press the A Button to confirm. Select New Game to begin a new game. 
Select Continue to continue a saved game. Select Credits to view the game credits. 
Note: You must unlock Duel Room before you can select this option (see “Duel Room” on 
page 34). 


SAVING AND LOADING 


You can save one game on your DUEL MASTERS”: Kaijudo Showdown” Game Pak. Start a new 
game by selecting New Game from the Main Menu. 


To save your progress, press START to open your Pocket Gizmo, press the Control Pad A ¥ 
to select Save/Quit and press the A Button. Choose Save and Continue to save your game 
and keep playing or choose Save and Quit to save and return to the Main Menu. 


To load your current game, select Continue from the Main Menu. 


GAME CONTROLS 





SELECT START 





MENU NAVIGATION 
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CONTROL 
Control Pad 
B Button 
A Button 
START 


CONTROL 
Control Pad 
A Button 
B Button 
L Button 


R Button 


SELECT 
START 


CHARACTER CONTROLS 


Display Pocket Gizmo 


DUEL CONTROLS 


View battle zone, hands, mana and 
graveyard 
Cast spell / Summon creature / Skip or end 


View card or creature details 


Options Menu / Surrender 








DECK MANAGEMENT CONTROLS 


CONTROL 
Control Pad A W Highlight card 
Control Pad_ b> 
Control Pad 
A Button 
B Button 
L Button 
R Button [, Pamebas as umpenr i 
SELECT 
START Sort and filter options 













SELLING CONTROLS 


















CONTROL ACTION 
Control Pad A W ig ilighibaht- carters. SOY. ss. ae 





Add card to deck 
Remove card from deck 


Control Pad > 
Control Pad < 











z 
= 
0 
Q 
= 
x 
> 
Q 
Q 
S 
2 
ss 
‘* 


A Button 
B Button 
L Button ES RT ei Aiba 
R Button 
SELECT 
START 





\ N 


WELCOME TO DUEL MASTERS : 
KAIJUDO SHOWDOWN 


You are a rising star in the DUEL MASTERS” tournament circuit. All is well — fans adore you, 
magazines write about you, and celebrities are impressed with your style — or is it? Can you 
duel your way to the top and solve the mystery of the missing artefacts before it’s too late? 


MAIN MENU 


Press START at the Start-up Screen to display the Main 
Menu. Use the Control Pad to highlight an option and 
press the A Button to confirm. 


New Game 

Begin a new game. Use the Control Pad to highlight a 
letter and press the A Button to add it to your name. 
Press the B Button to erase a letter. Press the L Button 
or the R Button to change the appearance of your 
character. Press START to begin your adventure. Warning! Starting a new game will 
overwrite your previously saved game. 
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Continue 
Continue a saved game. 


Credits 
View the game credits. 





Duel Room 
Duel a variety of opponents using any of the 300 cards in the game. You must unlock Duel 
Room before you can select this option (see “Duel Room” on page 34). 


At the beginning of this adventure, you will receive your 
very own Pocket Gizmo. This device is actually a small 
personal computer you can use to communicate with other 
' | characters in the game and prepare for the many DUEL 
MASTERS™ challenges you will face in the game. You can 
display your Pocket Gizmo at any time while playing by 
pressing START. 

| Then, press the Control Pad A ¥ to highlight an option 
and press the A Button to select that option. Press the B Button to return to the previous 
screen. The Pocket Gizmo Menu contains the following options: 


Stats 


View your current card count, number of shop tournament passes, win/loss record, time 
played, and the number of special items that you have collected. 





Deck Management 
View your card collection and customise your deck (see “Deck Management” on page 31). 
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Cool Stuff 


Access your Gizmo mail, read G-books, view articles on the Duellist Weekly Giz-site and play 
special DUEL MASTERS” mini-games (see next page). 

Link 

Link with another Game Boy Advance” for head-to-head duelling and trading with a friend 
(see “Multiplayer” on page 33 for more information). 

Options 

Change game options (see “Options” on page 12). 

Save 

Save your current progress (see “Saving and Loading” on page 4). 


COOL STUFF 


The Cool Stuff section of your Pocket Gizmo contains 
strategy articles, Gizmo mail communications, DUEL 
» MASTERS” mini-games, and more. Press START to access to 
) ‘yas —Cséyourr Pocket Gizmo. Press the Control Pad to highlight 

= Salt tee a. ‘ ie Cool Stuff and then press the A Button. Press the 
See Z “| B Button to exit Cool Stuff. 







Gizmo Mail 

Certain characters in the game will send messages to keep 
you informed about what's happening. To read a Gizmo mail, select it using the Control Pad 
and then press the A Button to read it. Press the A Button to advance through the message. 
Press the B Button to stop reading. 


G-books 


Here you'll find advanced rules, civilisation information and strategy articles. Use the Control 
Pad to select a category and press the A Button to display the articles in that category. 
Select an article and press the A Button to read it. Press the B Button to return to the 
previous menu. 


Giz-site 

Select Giz-site to visit the Duellist Weekly Giz-site and read strategy articles. You will unlock 
more strategy articles as you advance through the game. Press the A Button to read an 
article. Press the B Button to return to the previous menu. 
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Games 

As you progress through your adventure, you will unlock a total of five DUEL MASTERS” 
mini-games. To play a game on your Gizmo, select it using the Control Pad and then press 
the A Button. Rules for the game will appear on screen. 

The games can also be found in the card shops in each of the outlying towns that you visit. 
(See “Card Shop” on page 16.) 


OPTIONS 


Options Press START while duelling or select Options from the 
pe Teams speed L ecue Pocket Gizmo to change your game options. Press the 
f co Control Pad to highlight and change options. Press the 
A Button to Save or the B Button to Cancel. 


Text Speed 


Sets the speed at which text scrolls. 


DUEL MASTERS" 


Al Speed 


Sets the speed at which computer opponents play. You can use this feature to slow Al speed 
down before you watch two computer players duel. (This has no effect on how well Al 
opponents play.) 


Battle Zone 


Select Active to show creature battle animations. Select Inactive to skip battle animations. 


Music 

Adjust the volume of in-game music. 

Sound FH 

Adjust the volume of in-game sound effects. 

Graphic Preset 

Choose one of three brightness-enhancing options: OFF, GBA or GBA SP. 
Wallpaper 


Choose a wallpaper design to decorate your Pocket Gizmo. 





THE CIVILISATIONS 
Wi Fire 
x C 
“Sg Fire creatures are fast, relentless attackers that can quickly overwhelm an 
= unprepared opponent. Fire also has spells that destroy other creatures. 


There are no blockers in this civilisation, so attacking quickly is key. Fire and 
~ Nature make a powerful deck. 






Darkness 


Darkness creatures can be more expensive to summon, but they create a 
terrifying army once in the battle zone. Darkness can destroy the most 
powerful creatures with a single spell or “slayer” creature, and has the 
annoying ability to make an opponent discard. The Darkness civilisation has 
its share of blockers, although they are a bit more expensive than those 
from Water and Light. Darkness is good on its own, or combined with a 
fast civilisation like Fire or Nature. 





Nature 


Nature creatures are very powerful, but can also be expensive to cast. 
For this reason, Nature has many spells that can quickly increase the size 
of your mana pool. Nature provides needed speed to both Fire and 
Darkness decks. 


MN 

oe « Light 

* 47 Light creatures are slow but powerful, and its spells are designed to 
manipulate the battle zone to Light’s favour. The Light civilisation contains 


an array of powerful blockers and simple, trustworthy attackers. Light cards 
are great for any deck that might need a few turns to show its strength. 












iy Water 


Water creatures are sly — many cannot be blocked — and Water spells, 
- i such as Teleportation, can quickly change the shape of the battle zone. 
The Water civilisation contains many blockers, and so provides a good 
complement to any deck strategy. 
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CARD SHOP 


Each town you visit contains a card shop, where you can buy and sell cards, play games, enter 
shop tournaments and more. 


Buy Cards 


f corrupted Darkness eck 0 ape You start the game with a small collection of cards that you 
designed to ke you a 500 ° : ’ 

opponent miserable St inherit from your brother, but you'll need to buy more cards 
2 and build better decks if you hope to compete against the 


strongest duellists in the game. 


Approach the shop owner behind the counter and press the 
A Button to talk. Select Buy from the dialog choices to buy 


00! Credic pf 
rm rN DUEL MASTERS” cards. 


You can buy Starter Decks, which are complete, ready-to-use 40-card theme decks, or you can 
buy Booster Packs, which contain 10 random cards each. At the beginning of the game, there 
are three types of Booster Packs available. You will unlock a fourth type of Booster Pack once 
you place in your second regional tournament. 


Press the Control Pad to select Starter Decks or Booster Packs and press the A Button. Then, 
select a Starter Deck or Booster Pack type and press the A Button to purchase it. 


Press the B Button to return to the previous screen. 


Note: If you do not have enough store credits to purchase cards, you can sell some of your 
extra cards (see next page). 


Starter De cA 
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Sell Cards 


If you need more credits to buy cards and tournament 
NEO _ = passes, you can sell your extra cards at any shop. Talk to the 
SUL a mee... shop owner and select Sell from the dialog choices. 


BARKWHIF, THE SMASHER 


| To sell a card, you need to move it to your Cart. Press the 
ak oO vee Control Pad AW to select a card, then press the Control 
sb tone itis of tbc don Pad P to add it to your Cart. The amount of Store Credits 
lo concn 0 ole > that the shop owner will pay is displayed at the top of the 
- screen. Press the Control Pad » to remove a card from 
your Cart. Press the A Button to confirm the sale and receive store credits for your cards. 


Press the B Button to cancel the sale. 





Sort and Filter 

In both Sell mode and Deck Management, you can sort and 
filter your cards to make it easier to find the ones you want 
to sell/add to your deck. Press SELECT to bring up the 
Sort/Filter menu. You can filter your cards by civilisation, for 
example, to display only cards from the Fire civilisation. 


Press the Control Pad AY to select a filter criteria and 
press the Control Pad <> to change. 
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Sort/filter criteria are: 
Civilisation: Choose one of the five civilisations or select “All” to show all civilisations 


View: When selling cards, you can only view those available to sell. When managing a deck, 
you have three View choices: Deck shows only cards in your currently selected deck; Trunk 
shows all cards that are available to add to your deck; Collection shows all DUEL MASTERS” 
cards available in the game (including those you don’t own). 


Sort by: Number sorts your cards by the set and card number; Power sorts by creature power; 
Rarity sorts by card rarity; Race sorts by creature race; and Cost sorts by casting cost. 


Card values 

Cards have a preset value based on rarity. All card shops pay the same prices for cards. 
e Common = 1 credit 

' Uncommon = 2 credits 

° Rare = 10 credits 

e ~—s- Very Rare = 25 credits 

* Super Rare = 50 credits 

Note: You can determine a card's rarity by its rarity symbol. Check the “Rarity Symbol” 
G-book in your Pocket Gizmo for a picture of all of the card rarity symbols. 
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Tutorial 


%, Your hometown, Larkwell, contains a world-famous card shop 
» often frequented by DUEL MASTERS” dignitaries. One of 
these celebrities is Knight, a DUEL MASTERS” expert who is 

® always willing to help others get into the game. Talk to 

@ Knight and ask him to explain the rules to run the in-game 
tutorial. 


Hi there. my name is Knight. 
Youre a new face around 
Do you play Duel Masters? 





My name's Rekuta. if you can't 


Rekuta is another DUEL MASTERS” devotee who is always 
| | asters. ‘it's one ‘?'my nobies” Willing to help. Talk to him to receive important information 
before you begin trading cards with other characters in the 
) game. 
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Gaming Tables 
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There are always kids playing DUEL MASTERS” in the card shops. 


_ You will find them sitting at the gaming tables in the shop. If a 
_ table has only one character sitting at it, you can walk up to that 


table and press the A Button to duel with that character. If a 
table has two characters, you can walk up to that table and press 
the A Button to watch the duel. You can sit at the empty table 


f= at the Duel Purpose Card Shop if you want to duel against a 





friend (see “Multiplayer” on page 33). 


fam Most of the card shops contain video arcade machines, where 


you can play the latest DUEL MASTERS” video games. To play 
a game, walk up to the game console in a shop and press the 
A Button. 


The shop video games are the same games that are available 
in your Pocket Gizmo with one difference: When you play a 
game in the shop and receive the high score, you are 
awarded with store credits! 


Shop Tournaments 

: Shop tournaments are a great way to earn extra store credits 
so that you can buy new cards and build new decks. To enter 
a shop tournament, walk up to the tournament director at 
the back of the shop and press the A Button. 


If you have a Tournament Pass, you can use that to enter. 
Otherwise, you'll need to pay 50 store credits. 





If you want information about how tournaments work, reply “Yes” when asked by the 
tournament director. 


Note: Entering shop tournaments in your hometown of Larkwell is especially important, as 
you must show your duelling skills at these events in order to become sponsored by the shop. 
You must become sponsored in order to earn bus passes and travel to other towns and 
regional tournaments. 
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INTERACTING WITH OTHER CHARACTERS 


You will find a number of fellow duellists throughout the locations you visit in the game. You 
can talk to, trade with, or duel with most of the characters you meet. When you walk up to a 
character with whom you can interact, an A Button icon will appear over your head. 


Press the A Button to interact with Trade: Trade with the 
Gc that character. Some characters, such character (see “Trading” 
as card shop owners, will simply speak on next page). 
to you. Most characters, however, will 

present you with three choices: 


| Talk: Speak with the character. anh Duel: Duel with the character 


(see “Dueling with the Locals” 
on next page). 
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Press the Control Pad < ® to choose an interaction and then press the A Button. 


Note: You can also interact with some objects in the game. For example, if you walk up to a 
video game machine in a card shop, the A Button icon will appear. Push the A Button to 
play the game. You can also watch duels in a card shop by walking up to a duelling table and 
pressing the A Button when you see the A Button icon. 





Duelling with the Locals 
Duelling with a wandering kid is a good way to test out new deck ideas without investing in a 
shop tournament. Not only that, if you win you'll be awarded with a random booster pack! 


Trading 

When you interact with a character and select Trade, the character will show you three cards. 
Select a card and press the A Button. The game will then display up to three of your cards. 
Choose the card that you are willing to trade and press the A Button to complete the trade. 
Press the B Button to cancel the trade. 


If you are unsure about a trade, you can press the R Button and ask Rekuta for advice. 


REGIONAL TOURNAMENTS 


Once you become sponsored, you can travel to new towns and enter regional tournaments. 
Mr. Dabba, the owner of the Duel Purpose Card Shop, will give you a bus pass to the first 
tournament as soon as he sponsors you. Once you place in that tournament, return to your 
hometown (Larkwell), and he will give you a pass to the next event. 
PES “op,nave. tvs passes for Walk into the bus station and speak to the ticket agent. 
m would you like to go? 

The agent will display a map showing towns to which you 

have passes. Use the Control Pad to select a town and 
press the A Button. You will be dropped off at the bus 
station in that town. 
Regional tournaments take place in the dome-shaped arenas 
in each town. 
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THE GARDS 


fo- me OE Me EE 6 ee 


8 : me= 
Type Sr Fighter Susi Fans 
: - BEAST FOLK fF 
"a fet ¢ v7 - Sa 
! a4 


Power 
Cost Cost : 


Rarity 
Symbol 


e Exit “ 


, Power : 





Description . 
"Evolution -- Put on your 
Beast Folk. 


When wou pub. this 


creature into the battle f 


U sone. put thes top. 2 
cards» or Your deck into 
Your «mana e2one. 


Double breaker (This 
creature breaks 2 
shields.) 


Keyword Definitions 
Some cards contain “keywords,” which describe special abilities. See “Glossary” on page 35, or 
read the “Glossary” and “Special Ability” G-books in your Pocket Gizmo for more information. 


Name 
Race 


Description 


Expansion Symbol & 
Card Number 


HOW TO DUEL 
Object of the Game 


Use mana to cast spells and summon creatures into the battle zone. Attack your opponent 
with your creatures — if a creature isn't blocked, it breaks a shield. Break all of your 
opponent's shields and then attack him one more time to win the duel! 


Duel Screens 
a 2 Drawing cards, putting cards into your mana zone and playing 


<8) cards from your hand all take place at the Summoning screen. 
Creature battles take place in the battle zone. 


Sats TesteetuSmasner = 
= ose 3 card to put in your ana 





Setup 

There are a few things that happen before you start a DUEL MASTERS” duel. In 

DUEL MASTERS”: Kaijudo Showdown”, most of the details are taken care of by the game. 
1. Flip a coin. If it lands in your favour, you choose whether to play first. 

2. Shuffle your deck.* 


3. Place the top five cards from your deck face-down in front of you.* These cards are 
your shields. 


4. Draw 5 cards from the top of your deck.* These cards are your hand. 
*The game automatically does this step for you. 
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Turn Order Summary 
1. Start your turn. 


Draw a card. 

Put one card into your mana zone (optional). 
Summon creatures and cast spells (optional). 
Attack (optional). 


Dun PWD 


End your turn. 


Start your turn 


The first thing the game does is untap any tapped creatures and mana cards. This makes those 
cards available to use on the turn. (See “Glossary” on page 35 for more information about tap- 
ping and untapping.) 


Draw a card 


The game will automatically draw a card from the top of the deck and put it into your hand. If 
you run out of cards in your deck, you lose. 


Important! The person who plays first skips drawing a card on his first turn. 


Put one card into your mana zone 
Cards in your mana zone generate mana for you when you tap them. Mana is like money that 
you use to pay for creatures and spells. Each mana card generates one mana per turn. 


You can add only one card (of any type) into your mana zone from your hand on each turn, 
unless a spell or effect allows you to add more. (See “Glossary” on page 35 for more 
information about mana.) 


To put a card into your mana zone, select it using the Control Pad and press the A Button. 
The game will automatically move to the next step. 


You don't have to put a card into your mana zone if you don’t want to (but it’s a good idea 
for the first several turns). To skip this step, press the R Button. 


Summon creatures and cast spells 

You can summon any number of creatures and cast any 
number of spells during this step, as long as you have 

~ enough mana to pay for them. You can do these things in 
any order. 


To cast a spell or summon a creature, select the card in your 
hand using the Control Pad and press the A Button. The 
cost for a spell is displayed on top of the card in your hand, 
and in the lower-left corner of a detailed card view. To skip 
this step and go straight to battle, press the R Button. 


Once you select a card, the game will switch to your mana zone. Use the Control Pad to 
select the mana card you want to tap and press the A Button to tap it. Press the B Button 
to cancel casting or summoning and return to your hand. At least one of the mana cards you 
tap must be the same civilisation as the spell or creature. If you can’t pay the cost, you can't 
play the card. 


You can cast a spell only if you can do everything it says. After you pay for a spell, the game 
will prompt you to take action, such as selecting a creature, drawing a card, etc. The spell is 
then put into your graveyard. After you pay for a creature, it is put into the battle zone. 


Important! Most creatures can’t attack on the turn that you summon them because they 
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have summoning sickness. (Evolution creatures do not get summoning sickness. See “Glossary” 
on page 35 for more information.) They will be able to attack on your next turn. Creatures 
with summoning sickness can still block, providing they have that ability. 


View Cards / Graveyard 

é ig You can press the L Button at any time to view details 

BE, about your mana zone and graveyard, your opponent's mana 
@ zone or graveyard, or the battle zone. Use the Control Pad 
® to choose Player 1 (you), Battle Zone or Player 2 (your 
opponent) and then press the A Button. Highlight a card 

A il and press SELECT for details. Press the L Button again when 
ferries Hore you are done. 


View the battle zone 





Attack 


You can attack with as many of your creatures as you want each turn, providing they don't 
have attack limitations (for example, if the card says, “This creature can’t attack players” and 
your opponent has no tapped creatures in the battle zone). You can’t attack with creatures 
that have summoning sickness. 


Select a creature using the Control Pad and press the A Button to make it attack. Then, use 
the Control Pad to select one of your opponent's tapped creatures or your opponent. Press 
the A Button to make your creature attack. Press the B Button to cancel the attack. 
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Attacking your opponent 

When one of your creatures attacks your opponent and it isn’t blocked, you choose a shield 
to break. That shield goes into your opponent's hand. If the shield he puts in his hand has the 
Shield Trigger ability, your opponent has the option of immediately casting the spell on that 
card (see “Glossary” on page 35). 


When your opponent has no shields left, and if your creature is not blocked, you win the 
game. 

Creatures with the “double breaker” ability can break two shields in a single attack (see “Glossary” 
on page 35). Important! If your opponent has fewer shields than your attacking creature can break, 
your creature doesn’t knock out your opponent, it just breaks any remaining shields. 


Attacking a tapped creature 
‘ When one of your creatures attacks one of your opponent's 






the creatures battle. 


Each creature has a power number displayed beneath it in 
the battle zone. (You can also find a creature’s power in the 
lower-left corner of the detailed card view.) 


~ The creature with the higher power wins the battle. 


The losing creature goes into his owner's graveyard (unless 
the card says otherwise). If the creatures have the same power, then both creatures go to their 
owners’ graveyards. Some creatures have the “power attacker” ability. This means that the 
creature’s power increases when it attacks (see “Glossary” on page 35). Make sure to read what 
each card says! 
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The power of the attacking creature is shown in the upper-left corner of the screen. 
That creature's target is outlined with a crosshair. If the defending player has any blockers in 
the battle zone, the game will pause to allow that player to choose a blocker. 


Blocking 

Only creatures with the “blocker” ability can get in the way of an attacking creature. When a 
creature blocks, it is tapped, and cannot block again until it becomes untapped. Summoning 
sickness doesn’t stop a creature from being able to block. 

When a creature blocks, that blocker and the attacking creature battle. The attacking creature 
stops attacking what it had been attacking (a player or another creature), and battles the 
blocker instead. 


Ending Your Turn 


After you're done attacking, your turn ends. You don’t have to attack with any creatures if you 
don't want to. To stop attacking and skip to the end of your turn, press the R Button. 
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DEGK MANAGEMENT 


ya Deck Management You begin your DUEL MASTERS”: Kaijudo Showdown” career 
Se rrernmerrereen Eme with two 40-card decks composed of two civilisations. These 
ee has decks will contain mostly common and uncommon cards, 


oracle mem along with a few rares, and maybe a super rare. As you win 


ieecaninacmme ames duels and tournaments, you will receive booster packs or 
GATLING SRYTERROR 


Hinsapen tic ej store credits, which you can use to buy new cards. You can 
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2, | rym use these new cards to customise your initial deck or create 
= anew one. 





To customise your deck and view your card collection, select Deck Management on your Pocket 
Gizmo (see page 9) and press the A Button. First, choose a deck to manage using the Control 
Pad and press the A Button. Then, press the A Button to set the selected deck as your main deck 
(the one you will use in duels) or press the B Button to manage the selected deck. 


There are two columns of numbers next to the card names shown. The column on the left 
shows the cards available to add to your deck and the column on the right shows cards in 
your deck. Press the Control Pad A ¥ to highlight a card. Press the A Button to view 
details about the selected card. Press the Control Pad ® to move the highlighted card from 
your trunk to your deck. Press the Control Pad < to remove the selected card from your 
deck. Press START to sort/filter the cards shown. Sorting cards in Deck Management works 
the same as when you sell cards (see “Sort and Filter” on page 17). 

Press the B Button to return to the Choose Deck screen. Note: You must have exactly 40 
cards in your deck in order for it to be a legal duelling deck. If you do not have 40 cards in 
your deck, you will be unable to use it in a duel. 
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Special Decks 


~ Deck Management Mmm Each card shop sells starter decks that are special in 
=a| = zr aya several ways: 


+ 


alll 


You cannot change the cards in them, but you can look at 
the cards in them. 


You can trade, sell and make other decks using the cards 
in special decks, and the special decks will always be 
available. 

You can unlock other special decks — there are 15 in total. 

To play using a special deck, select the Special Deck icon on the Deck Select screen and 
press the A Button. 

Press the B Button to open the list of special decks. Use the Control Pad to select an 
unlocked deck and press the A Button. Press the A Button again to select that deck or 
press the B Button to view the cards in it (you won't be able to change the cards). 
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MULTIPLAYER 


Multiplayer games require two Game Boy Advance SP”, one DUEL MASTERS”: Kaijudo Showdown” 
Game Pak per player and a Game Boy Advance™ Game Link” cable (sold separately). Before linking 
the Game Boy Advance” Game Link” cable, all Game Boy Advance SP” must be switched OFF. Link 
the Game Boy Advance” Game Link” cable to each of the Game Boy Advance SP”. Insert a DUEL 
MASTERS”: Kaijudo Showdown” Game Pak into each system. Switch the Game Boy Advance SP” ON. 


Both players open the Pocket Gizmo by pressing START and select the Link option. You will 
be able to trade or duel. 


You also can play in Link mode by sitting at the empty table in the Duel Purpose Card Shop in 
Larkwell. Stand next to the table so that the A Button icon appears and then press the A Button 
to enter Link mode. 


Trade 


Both players are taken to their Trunk list, where they can select up to four cards to exchange 
with the other player. Select a card you want to trade and press the Control Pad P to add it 
to the trade. When you have selected up to four cards, press the A Button to confirm the 
trade. Press the B Button to cancel the trade. 

After both players have pressed the A Button to confirm the trade, you are taken to the Trade 
screen, where you can view the card(s) you're receiving. Highlight a card and press SELECT to view 
details. Press the A Button to agree to the deal. Press the B Button to cancel. 
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WHICH REQUIRES A GAME BOY ADVANCE™ GAME 


™ 
LINK™ CABLE. 
CABLE 


(): : THIS GAME PAK INCLUDES A MULTI-PLAYER MODE 
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Duel 
Duel lets you play against a friend using your current deck. 


To exit Link mode, press the B Button, and then press the A Button from the Link mode menu. 


DUEL ROOM 
Once you complete your quest, you will unlock the Duel 


Room, where you can practice duelling against your choice of 
decks and opponents. You will have access to all of the cards 
and preset decks that you unlocked during your adventure. 


The Duel Room is available at the Main Menu. 


Select Duel Room and then set the duel options. Alternate 
between players by pressing SELECT. To choose an opponent, 
Select “Name” and then press the Control Pad < > to 
alternate between characters. Select “Deck” and then press the Control Pad <P to alternate 
between decks. You can manage a selected deck by pressing the A Button. Once you're done, if 
you modified the deck, its name will appear as “Custom.” 


Set your opponent's skill level by selecting “Player” and then pressing the Control Pad < > to 
choose Weak, Average or Strong. You can make the game play both sides of the duel by selecting 
Player for both duellists and setting a difficulty level for each. If you want to be one of the 
duellists, be sure and choose “You” as one of the players. Once your options are set, press START 
to duel. When the duel ends, you will return to the Duel Room. Set up another duel or press the 
B Button to return to the Main Menu. 


Note: The decks you create in the Duel Room are not saved after you leave the room. 
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GLOSSARY 
Attack 


Your creatures in the battle zone can attack either your opponent or his tapped creatures. 
When a creature attacks another creature, they battle, and the creature with the highest 
power wins. The loser goes to its owner's graveyard. If the powers are the same, both creatures 
go to their owners’ graveyards. When a creature attacks and isn’t blocked, it breaks one of 
your opponent's shields, which goes into his hand. If your creature successfully attacks your 
opponent while he has no shields, you win the game! 


Battle Zone 

This is the area of the table between your shields and your opponent's shields. Only creatures 
in the battle zone may attack. To view the battle zone while duelling, press the L Button. 
Select a creature and press SELECT to view details about that creature. Press the L Button 
again to return to the duel. 


Blocker 
A creature labelled “blocker” can stop the attacks of your opponent's creatures, as long as the 
blocker is untapped. 


Deck 


DUEL MASTERS” decks must contain exactly 40 cards, and can contain up to a maximum 4 
copies of any single card. 
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Discard 

Discarding a card from your hand means putting it from your hand into your graveyard. 
Double Breaker 

A creature labelled “double breaker” breaks two shields (one at a time) when it attacks an 
opponent and isn't blocked. If only one shield remains, it breaks only that shield. 
Evolution Creature 

A creature labelled “evolution” can transform a creature already in the battle zone, if the two 
creatures are the same type. Once you summon an evolution creature, it is put on top of the 


creature that it “evolves” from. Evolution creatures don't get summoning sickness — they can 
attack on the same turn that you summon them. 


If an evolution creature is moved from the battle zone to anywhere else, then all cards in the 
pile move, not just the evolution creature on top. If a spell makes you put your evolution 
creature into your mana zone, for example, you get that many separate cards in your mana zone. 
Graveyard 

This is your discard pile. 

Mana 

Mana is a type of magical energy. You use the energy to pay for creatures and spells. You get 
mana by tapping cards in your mana zone. Each card you tap gives you one mana of that 


card's civilisation. To pay for a creature or spell, you must use at least one mana that is the 
same civilisation as that creature or spell. 





Vana Zone 

his is the area of the table between you and your shields. You can put only one card into 

your mana zone each turn, unless a spell or effect tells you otherwise, but it’s not required. 
Cards in the mana zone don't have any abilities except being able to tap for mana. (Ignore 
everything they say.) 


Power 
rhis number — in the lower-left corner of a creature card and below a creature in the battle 
zone — shows how well that creature battles. 


Power Attacker 
\ creature labeled “power attacker” gets more powerful during its attacks. For example, a 
creature with power 3000 and “power attacker 2000+” has 5000 power during attacks. 


Shield 


fou begin the game by putting five cards (shields) face down in front of you. When a creature 
attacks a player and isn’t blocked, that creature breaks a shield. Each time a player’s shield is 
broken, the player puts the shield into his hand. 


Shield Trigger 

As soon as you put a card labeled “shield trigger” from the shield zone into your hand, you 
may cast it or summon it without paying its cost. You can also choose to keep the spell or 
creature in your hand, and use it normally during a later turn. 


Slayer 


When a slayer creature battles another creature, the other creature is put into its owner's 
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graveyard whether it wins the battle or not. 

Spell 

Spells are cards that do something, such as tap a creature in the battle zone. Unless it Says 
otherwise, a spell goes to your graveyard after you cast it. 

Summon 

To summon a creature means to take it from your hand, pay its cost, and then put it into the 
battle zone. 

Summoning Sickness 


Most creatures have summoning sickness on the turn you summon them, and can't attack 
until your next turn. Summoning sickness doesn’t stop a creature from blocking. Creatures are 
shown with swirls over their heads to indicate that they have summoning sickness. 

Tap 

When you use mana to summon a creature or cast a spell, you have to “tap” that card to 
show that you've used it during that turn. Creatures that attack or block also tap. Cards are 
greyed out to indicate that they are tapped. 


Untap 


At the beginning of your turn, the game “untaps” all of your tapped cards to show that they 
are available to use on that turn. 


DUEL MASTERS™ 
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SUOMI QUICKSTART 






PELIN ALOITTAMINEN 

1. Kaanna Game Boy Advance SP” -pelilaitteen virtakytkin OFF-asentoon. Ala koskaan 
aseta tai poista pelikasettia, kun virtakytkin on ON-asennossa. 

2.  Aseta DUEL MASTERS”: Kaijudo Showdown” -pelikasetti Game Boy Advance SP” - 
pelilaitteen aukkoon. Paina pelikasettia niin, etta se lukittuu paikoilleen. 

3. Kanna virtakytkin ON-asentoon. Pelin kaynnistysnaytté tulee esiin (jos naytto ei 
tule esiin, aloita uudelleen vaiheesta 1). 

Siirry paavalikkoon painamalla START. 

5. Valitse +ristiohjaimella valikon vaihtoehto New Game (Uusi peli), Continue (Jatka), 
Credits (Tekijat) tai Duel Room (Kaksintaistelu) ja vahvista valinta painamalla 
A-painiketta. Valitse New Game (Uusi peli), jos haluat aloittaa taysin uuden pelin. 

Valitse Continue (Jatka), jos haluat jatkaa aiemmin tallennettua pelia. Valitse Credits 

(Tekijaluettelo), jos haluat katsella pelin tekijdiden tietoja. 

Huomautus: Duel Room (Kaksintaistelu) -vaihtoehto on avattava pelaamalla, ennen kuin 

sen voi valita. 


DUEL MASTERS” 


PELIKOMENNOT 












A-painike 
B-painike 


GAME BOY ADVANCE SP” 


SELECT START 


KOMENTO 
+Ristiohjain 
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B-painike 






+ TASSA GAME PAK - MODUULISSA ON YHTEISPELITUKI. 
* ad @ BVHTEISPELI EDELYTTAA GAME BOY ADVANCE™ GAME 
LINK™ TIEDONSIIRTOKAAPELIN. 
"eat 
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HAHMOJEN KOMENNOT 
TOIMINTO 
Kavele / Valitse kaytettavissa oleva toiminto 
Juokse 
Puhu / Edista tekstia / Kay kauppaa / | 
Kaksintaisteluun 
Nayta Pocket Gizmo (Taskuvekotin 






KOMENTO 






+Ristiohjain 
B-painike 
A-painike 


START 


KAKSINTAISTELUKOMENNOT 





Katsele taistelukenttaa, pelikatta, manaa 
ja poistopinoa 
Sa 
vaihe 


START Options (Asetukset) -valikko / Antaudu 









+Ristiohjain A V 
+Ristiohjain > 
+Ristiohjain < 
A-painike 
B-painike 
L-painike 
R-painike 
SELECT 

START 


































KOMENTO 
+Ristiohjain A V 
+Ristiohjain > 
+Ristiohjain <4 
A-painike 
B-painike 
L-painike 
R-painike 
SELECT 

START 














KOMENTO 









PAKAN HALLINTA 


iia “2ATi7aM TORE shi ccmngliet tov! 


. 
see . 
. . 
. . . 
. +. +s + 
= 
** . 







Palaa edelliseen naytt6don 
Katsele ohjeita 
Lajittelu- ja suodatusasetukset 


MYYNTIKOMENNOT 


Korosta kortti 
Lisaa kortti pakkaan 
Poista kortti pakasta 


Katsele kortin tietoja 
Lajittelu- ja suodatusasetukset 





x 
0 
Q 
x 
0 
> 
4 
Q 
Q 
~ 
r 
= 
<x 





4 
ir 
1 
f- 
VI 
c 
= 
J 
Ww 
_) 
OD 





TALLENTAMINEN JA LATAAMINEN 
Voit tallentaa yhden pelin DUEL MASTERS”: Kaijudo Showdown” -pelikasetille. Aloita uusi peli 
valitsemalla paavalikossa vaihtoehto New Game (Uusi peli). 


Jos haluat tallentaa pelin, avaa Pocket Gizmo (Taskuvekotin) painamalla START-painiketta, 
paina +ristiohjainta A Y, valitse vaihtoehto Save/Quit (Tallenna/Lopeta) ja paina sitten 
A-painiketta. Jos haluat tallentaa pelin ja jatkaa pelaamista, valitse vaihtoehto Save and 
Continue (Tallenna ja jatka). Jos haluat tallentaa pelin ja siirtya paavalikkoon, valitse 
vaihtoehto Save and Quit (Tallenna ja lopeta). 


Jos haluat ladata tallennetun pelin, valitse paavalikossa vaihtoehto Continue (Jatka). 
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SVENSK QUICKSTART 


KOMMA IGANG 

1. Stang av strombrytaren pa Game Boy Advance SP”. Satt aldrig i och ta heller aldrig ur en 
kassett med strommen paslagen. 

2. Satt i kassetten DUEL MASTERS”: Kaijudo Showdown” i facket i Game Boy Advance SP”. 
Tryck hart sa att kassetten fastnar. 

3. Satt pa str6mmen. Startbilden visas (ga annars tillbaka till steg 1). 

4. Ga vidare till huvudmenyn genom att trycka pa START. 

5. Markera New Game (Nytt spel), Continue (Fortsatt), Credits (Medverkande) eller Duel 
Room (Duellrum) med styrknappen och valj med A-knappen. Starta en ny omgang 


genom att valja New Game. Valj Continue om du vill fortsatta med ett sparat spel. Vali 
Credits for att lasa vilka som har medverkat till spelet. 


Obs! Du maste lasa upp Duel Room innan du kan valja alternativet. 













SPELKONTROLLER 










A-knappen 
B-knappen 


GAME BOY ADVANCE sP™ 


SELECT START 


FLYTTA RUNT | MENYERNA 


A-knappen 
B-knappen 


*WDENNA SPELKASSETT INNEHALLER ETT 
™ BSPELALTERNATIV FOR FLERA SPELARE SOM KRAVER 
EN GAME BOY ADVANCE™ GAME LINK™ CABLE. 












GBA Lyk 
CABL 













KALJUDO SHOWDOWN ” 













KONTROLLER SOM STYR FIGURERNA 
| Styrknappen |G /Valjinteraktivtlage 


A-knappen Prata / Bladdra fram text / Kop och sAlj / 
Duellera 


START Visa Pocket Gizmo 


DUELLKONTROLLER 


|Styrknappen | Markerakort/varelse 


L-knappen Visa stridszonen, hander, mana och 
kyrkogard 

R-knappen Uttala trollformel / Uppkalla varelse / 
Hoppa Over eller avsluta fasen 

SELECT Visa information om ett kort eller en 
varelse 


START Menyn Options / Ge upp 
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KONTROLL 
styrknappen A V 
Styrknappen > 
Styrknappen <4 
A-knappen 
8-knappen 
L-knappen 
R-knappen 
SELECT 
START 















| 


KONTROLL 
Styrknappen A V 
Styrknappen 
Styrknappen < 
A-knappen 
B-knappen 














L-knappen 
R-knappen 





SELECT 
START 


KORTKONTROLLER 


Markera kort 

Lagg till ett kort i leken 
Avlagsna ett kort fran leken 
Visa information om ett kort 
Aterga till foregaende men 
Sida ner 
Sida upp 
Visa hjalpmenyn 

Sorterings- och filteralternativ 



























SALJKONTROLLER 


Lage till ett kort i leken 


Avlagsna ett kort fran leken 







KALJUDO SHOWDOWN” 


Visa information om ett kort 


Ro a 
Sorterings- och filteralternativ 
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SPARA OCH LASA IN 
Du kan spara ett spel pa kassetten med DUEL MASTERS”: Kaijudo Showdown”. Starta ett nytt 
spel genom att valja New Game pa huvudmenyn. 


Om du vill spara ett spel trycker du pa START for att Gppna Pocket Gizmo, pa Styrknappen A W 
for att valja Save/Quit (Spara/Avbryt) och slutligen pa A-knappen. Valj Save och Continue fér att 
spara spelet och spela vidare eller valj Save och Quit for att spara och aterga till huvudmenyn. 


Valj Continue pa huvudmenyn for att hamta aktuellt spel. 
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INICIO 





PARA COMECAR 


DESLIGA o interruptor POWER do teu Game Boy Advance SP™. Nunca introduzas o 
removas um Cartucho de Jogo quando a energia estiver LIGADA. 


2. Introduz o Cartucho de Jogo do DUEL MASTERS”: Kaijudo Showdown” na ranhura do 
Game Boy Advance SP”. Prime firmemente para segurares 0 Cartucho de Jogo no 
local. 


3. LIGA o interruptor de energia. Ira aparecer o Ecrd Inicial principal (se isso nado acontecer 
recomeca desde o ponto 1). 


Prime START para prosseguires para o Menu Principal. 


5. Usa o Painel de Controlo para marcares Novo Jogo, Continuar, Créditos ou Sala de 
Duelos e prime o Botao A para confirmar. Selecciona Novo Jogo para comecares um 
jogo do inicio. 

Selecciona Continuar para continuares um jogo guardado. Selecciona Créditos para 
veres os Créditos do jogo. 
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Nota: Terds que ganhar acesso a Sala de Duelos antes de poderes seleccioné-la. 











COMANDOS DO JOGO 





SELECT START 


Regressar ao menu anterior 


THIS GAME PAK INCLUDES A MULTI-PLAYER MODE 
WHICH REQUIRES A GAME BOY ADVANCE™ GAME 
LINK™ CABLE. 





GBA LINK 
CABLE 


COMANDOS DA PERSONAGEM 


COMANDOS DE DUELO 


Botao L Ver a zona de batalha, maos, mana e 
cemitério 
Botao R Lancgar feiti¢o / Invocar figura / Saltar ou 
Ea RII ie ie A 


SELECT Ver pormenores da carta ou da figura 
START Menu de Opcées / Render-se 


DUEL MASTERS” © 








COMANDO ACCAO 
Painel de Controlo A W 


Painel de Controlo > 
Painel de Controlo <4 
BotaoA 


hotao B Regressar ao ecra anterior 
sotao L Pagina abaixo 
sotao R Pagina acima 
ELECT Ver ecra de ajuda 
START Opcées de ordenar e filtrar 
COMANDOS DE VENDAS 
COMANDO 
Painel de Controlo A V Marcar carta 


Painel de Controlo 
Painel de Controlo <4 
BotaoA 
Botao B 
Botao L 
Botao R 
SELECT 
TART 





COMANDOS DE GESTAO DO BARALHO 


Marcar carta 

Adicionar carta ao baralho 
Remover carta do baralho 
Ver detalhes da carta 






















Adicionar carta ao baralho 
Remover carta do baralho 


Pagina acima 

Pagina abaixo 

Ver detalhes da carta 
Opcées de ordenar e filtrar 
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GUARDAR E CARREGAR 


Podes guardar um jogo no teu Cartucho de Jogo do DUEL MASTERS”: Kaijudo Showdown™ 
Game Pak. Inicia um novo jogo seleccionando New Game (Novo Jogo) a partir do Menu 
Principal. 


Para guardares o teu progresso, prime START para abrires 0 teu Gizmo de bolso, prime o 
Painel de Controlo A W para seleccionares Guardar/Abandonar e prime 0 Botao A. Escolhe 
Guardar e Continuar para guardares o teu jogo e continuares a jogar ou escolhe Guardar e Sair 
para guardares e regressares ao Menu Principal. 


Para carregares o teu jogo actual, selecciona Continuar a partir do Menu Principal. 
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PRIZES 
POSTERS 
a GAMING TIPS 

STRIP STORIES 








TM and © Wizards/Shogakukan/Mitsui-Kids/Sho Pro. 


AVAILABLE FROM ALL GOOD NEWSAGENTS AND SUPERMARKETS 
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D-MAX 
Membership 
Offer 


Member Benefits: 

¢ A personal D-MAX membership card 

e Exclusive access on the Duel Masters web site 
¢ Regular Duel Masters updates 


Act NOW and receive a cool 
membership package! 


While supplies last, we'll send you a package of great Duel Masters loot! 
Contents may vary. 


“Membership Package” offer only available while supplies last. 
Allow 8-10 weeks for delivery. 


D-MAX membership offer expires September 1, 2005. 





Follow these 4 steps 


If your parent or guardian does not sign the form, 


1) Read this. By filling out this form you are enrolling in the D- 


to become a D-MAX member. 


Important! If you are under 13, one of your parents will need to sign this form. 


updates, contests, and other programs. 


Please note that you always have the ability to unsu 


277 or (+44) (0) 8457 125599. 


2) Give us your contact information. 


First Name 


Birth date: Month: 





Street 


Postal code 


State/Province/Country ___-_—— 


Phone 


* If you cannot provide an email address, 


3) Get your parents to sign this form after reading the “Parents” information if you are under 13. 
Parent/Guardian’s Printed Name 


Parent/Guardian’s Signature 


Email* 


you may not be able to receive all information and updates. 


i 


4) Put this form into a stamped envelope and send it to: 


D-MAX 


Wizards of the Coast Inc - Consumer Affairs * PO Box 43 
Limited to one D-MAX membership per person. 


MAX program. This will make you eligible for promotional mailings, email 


bscribe by contacting our customer service department at custserv@hasbro.co.uk or (+32) (0) 70 233 


Last Name 


Number __S—SSSsSSSSSSSSSSSSSSSSSSSSSSFFEeFESFeSesFsFsSseseseee 


City 


OO 


¢ Caswell Way * Newport * NP19 4YD * UK 
“Membership Package” offer only available while supplies last. Allow 8-10 weeks for delivery. 


we won't be able to enroll you in D-MAX. 


Your data may be transferred to Hasbro affiliated companies outside the European Union. Your data will not be transferred to third parties. 


Year: 


Day: 











Parents: 

Your child would like to register for the D-MAX 
program from Wizards of the Coast. When you 
send in this form, he will be sent a membership 
kit including fun printed materials related to Duel 
Masters and a membership card. From time to 
time he may also be sent other physical mailings 
and emails. In addition, he will gain access to a 
special area of the Duel Masters web site. 
While visiting the Duel Masters web site, your 
child may change his contact information and 
participate in online surveys. Before we can 


allow your child’s personal and demographic 
information to be viewed and modified online, 
we want to notify you about our online informa- 
tion collection practices and obtain your permis- 
sion. We ask you first read through the “Note to 
Parents” in the Wizards Website Privacy 
Statement _(http://www.wizards.com/parents), 
which identifies the personal information that 
Wizards of the Coast collects from children online 
and the way we handle such information. If you 
cannot connect to our web site, our customer 
service team can provide you with the informa- 


tion and answer any other questions 
(++ 32) 70 233 277 OF 

(+44) (0) 8457 125599. 

When you have finished and wish to provide 
your consent, please sign this registration form 
where it says “Parent/Guardian’s Signature.” 
Please note that once you have signed and sent 
us this form, you always have the ability to: (1) 
review your child’s personal information collect- 
ed online; (II) request that we delete your child's 
personal information online; (Ill) stop us from 
further using or collecting additional personal 


information online about your child without gain- 
ing new permission from you. To do so, please 
contact us using the information provided above. 


Wizards of the Coast and Magic: The Gathering 
are registered trademarks of Wizards of the 
Coast, Inc. Duel Masters is a trademark of 
Wizards/Shogakukan/Mitsui-Kids. Most product 
names are trademarks owned by the companies 
that publish those products. 
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¢ New Zealand 
¢ Osterreich 
° Belgie 


¢ Deutschland 













ATAK RI ee 


Country | — Telephone 


1902 26 26 26 

($2,48 Minute. Price subject to change without notice.) 
0900 54263 

($1,99 Minute. Price subject to change without notice. 


Technische: 0900-400 654 Spielerische: 0900-400 655 
€1,35 Minute) Mo. - Sa. 14.00 - 19.00 Uhr 


+32 (0)2 72 18 663 +31 (0)40 24 466 36 
+44 (0)161 827 8060/1 . 

09:30 to 17:00 Monday to Friday (except Bank Holidays 

+44 (0)161 827 8060/1 . 

09:30 to 17:00 Monday to Friday (except Bank Holidays) 


Technische: 0190 771 882 Spielerische: 0190 771 883 
€1,24 pro Minute) Mo. - Sa. 14.00 - 19.00 Uhr 


Soluces: 0892 68 30 20 —_ Euro Interactive / Atari France 


(0,34€ /mn) (24h/24) Service Consommateur 
3615 Infogrames (0,34€/mn) 84, rue du 1" mars 1943 


Technique: 0825 15 80 80 69625 Villeurbanne Cedex 


(0,15€ /mn Gu lundi au samedi de 10h-20h non stop) 












Numbers 
| Email/Websites 
support.australia@atari.com 












www.atari.com.au 


www.atarisupport.de 





nl.helpdesk@atari.com 
uk.helpline@atari.com 







uk.helpline@atari.com 










www.atarisupport.de 


it.info@atari.com 
www.atari.it 





fr.support@atari.com 
www.atari.fr 
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Hints & Cheats: Technical Support: } . 
09065 55 88 95* 0161 827 8060/1 | uk-helpline@atari.com 
“You need the bill payer's permission betore calling." (except Bank Holidays) www.uk.atari.com 





*24 hours a day / £1 /min/ inside UK only 09:30 to 17:00 Monday to Friday 


Wrong number? Come and join the community! 

As some changes might have been done after To register and get the most out of your new game, send e-cards to 
this manual went to print, you can still access your friends, download wallpapers or get access to lots of other free 
to all updated technical support numbers at: stuff, visit us and choose a country at: 


www.atari.com 


Use of ATARI web sites is subject to terms and conditions, which you can access on our websites. 
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The PEGI age rating system: 


Age Rating categories: 3 5 7: 12 A 6 ri 
Les catégories : é is ¢ 


de tranche d’age: 
BAD LANGUAGE 


LA FAMILIARITE 
DE LANGAGE 


7 FEAR SEXUAL CONTENT 5 no VIOLENCE 
hx LA PEUR S LE CONTENU SEXUEL 2G LA VIOLENCE 


For further information about the Pan European Game Information (PEGI) rating 
system please visit: 





quelques variations en 
wamid §=fonction du pays! 


fr 
in 


Note: There are some 
Fi local variations! 
Note: || peut y avoir 





ww 


Content Descriptors: 


Description du contenu: 





DISCRIMINATION ys DRUGS 
LA DISCRIMINATION jwaee LES DROGUES 








Pour de plus amples informations concernant |’évaluation du systeme d’information 
de jeu Pan Européen (PEGI), vous pouvez consulter: 


Para obtener mas informacion sobre el sistema de calificacién de juegos (PEGI), 
por favor visite: 


Per ulteriori informazioni sul sistema europeo di valutazione delle informazioni del 
gioco (PEGI) vi preghiamo di visitare: 


Fur weitere Informationen Uber das europaische Spiel-Informationen Bewertungs- 
System (PEGI) besuchen Sie bitte: 


http://www.pegi.info 
—— 


, 
| 
| 
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COMING SOON 
ON DVD! 


WWwW.abari.com 
WwwWw.duelmasbers.com 
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